


MAKING THE MOST OF YOUR MICRO 





| This, the final i issue of THE HOME COMPUTER ADVANCED - 


COURSE, is a complete index to all eight volumes. But it - 


is a very special index, because we have aimedto 
provide much more than simply an oars _ 
knowledge of the home computer industry and the ~ 
background to its development. The course has also 
placed a high priority on tutorial series, providin g a : 
range of workshop, machine code and BASIC 
programming projects. 


Consequently, for each of the ended sections of 7 


the course, we have provided a special boxed © 
summary of the subjects covered under that beading 


For example, Programming Projects, which falls under . 
_ to the relevant sub-section of the course. 


P in the main alphabetical listing, refers you to — 


everything covered in that section of the course _ . 

_ table ready-reference guide to the oe numbers of 
_ aS volume. _ 

__._theindexis designed to complement and enhance 
_ the eight volumes of the course, so that it will not only — 

__ beauseful reference work for many years to come, but 
 alsoa guide to the multifarious tutorial projects that 
_ allow ae to oe make the most us you micro. 


from basic programming principles to all the maj or / 
: programming projects we have undertaken. | 
The main index itself is fully a to. 

_ take into account the subjects covered in these boxes. 
The entry for Music, for example, refers you tothe — 
Application box. There you will see that we have - 


covered the subject in depth ina mini-series on the us 


ofthat specific application. 
_ The Jargon box covers every entry in our 1 9Spart 


_ aves es you three 5 page references: 


yp @ The introductory article on Boolean algebra in oe 
~ Computer Science course ee the a was 7 
_ introduced). 
 @tlhe Workshop explanation of how to build j your 
~ own NOT gate. ss 
_ @ The J argon definition. 


: aa We have not tried to list every mention ie NOT 

Operation throughout t the course — which would 
probably have meant an enormous list of page — 
_ numbers that would have been of little use to you. 


Similarly, the entries for each of the four major - 


‘home: micros — the Spectrum, Commodore 64,BBC 
_ Microand the Amstrad CPC range — refer you simply _ 
to their hardware reviews. If you are using one of these — 
machines, you will find that they are referred toin _ 
_ great detail under the specific Workshop, Machine 
_ Code and Programming Projects sub-sections. You 
_ should decide what it is you want to do with these 
machines - - -explore their operating systems or 


program an adventure game, for instance — and refer 


On each page of the index we also present a small — 


glossary of computing terms. If you are looking for ra . | 


_ quick, precise definition of a specific piece of — 
computer-related jargon, then this box will a 


refer you to the relevant entry. Other references be o. 


-foundinthe mainindex. 
In compiling the index we shave cd to a 
| creating entries that contain along list of page _ 
~ numbers. Our selection has been based on the 
_ principle of referring you to the major points in the 
course where a particular topic has been discussed, — 
_ and notto every mention of a given topic. The index 


_ _ entry for the Boolean NOT ve eamnble, : | 
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_ Artificial Intelligence The Computer Industry 


Historical perspective 1221 
search techniques 1241 
Look-ahead strategies 1268 

Tree search techniques 1281 
Expert systems 1301 

Expert-Ease 1/21 

Evolutionary rule-breeding systems 1321 
Genetic code 1348 

Natural language processing 1361 
Pattern recognition 1381 

WISARD system 1401 
self-reproductive systems 1421 
Al programming 1444 

Knowledge representation 1461 
Future developments 1482 


CAD/CAM 
solid modelling 1521 


Computer-aided manufacturing 1541 
Publishing design 1561, 1581 


Careers 
Jobs and qualifications 1781 
Data processing 1810 
Sales and marketing 1821 
Technical 1841 
Games industry 18/70 


Communications 


Prestel 101 

Ceefax and Oracle 132 
Networks 321 

Modems and data transfer 901 
Terminal protocols 921 
Choosing a terminal 941 
Public access systems 963 
Bulletin boards 981 

Videotex 1741 
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| Music 


Computer manufacture 421 
Marketing 361 

MSX standard 141 

Optical computers 1501 

selling program ideas 550 
software production 381 
Translating software 881 
Thought-controlled computers 1291 
Future developments 1881 


Education 
Historical perspective 1001 
Cognitive skills 1021 
Children with special needs 1041 
Simulation and adventure games 1061. 
Robots and LOGO 1081 
Databases 1101 
Programming languages 1121 
The debate over CAL 1141 
Government funding 1161 
Computer studies syllabuses 1/61 
Future developments 1181 


Gambling 
Software packages 1601 
Payout formula 1621 
Probability theory 1649 
Bayes rule 1672 
staking simulator 1683 








Electronic music 461 
synthesisers 909 

MIDI interface 534 

MIDI controller 553 

MIDI-based instruments 561 
Digital sampling instruments 581 
Music packages for micros 1701 


Robotics 
Computer-controlied devices 221 
Historical and literary perspectives 601 
Robot movement 621 
Robot control 641 
Actuators and end effectors 661 
sensory feedback 681 
Robot arm applications /01 
Intelligent movement 721 
Visual perception 741 
Speech recognition and synthesis /61 
Making robots intelligent /81 
Modelling a robot arm 801 
Commercially-available robots 821 
Commercially-available robot arms 841 
Future prospects 861 
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| “Feedback nL 585- 587 | 
| | Fibonacci. sequence 576 | 
| Fibreoptics 576 _ _ 
| Friel Sa 576, 1105 
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Business Micros 
ACT Apricot 249 
Amstrad PCW8256 1789 
Apricot Fie 1389 
Advance 86b 349 

Apple //c 568 

Apple Macintosh 469 
Commodore Amiga 1801 
Compaag Plus 869 

IBM PC 89 

IBM PC/AT 1569 

Sanyo MBC-550 1109 
Tandy 1000 1249 


Educational Machines 


AIM 65 109 

Apricot Fle 1389 

Banana Interface 1290 
BBC+ 1449 

Link 480Z 889 

My Talking Computer 970 
RM Nimbus 1328 


Home Computers 
Buyer's Guide 689 
Acorn Electron Plus 1 449 
Advance 86a 349 


Coleco Adam 389 © 
Colour Genie 309 
Commodore Amiga 1801 
Commodore Plus/4 /09 
Commodore 16 789 
Commodore 64 10 
Enterprise 64 989 
Dragon 64 130 
Memotech RS128 949 
Oric Atmos 269 

Pioneer PX-/ 1589 
Sega SC300H 529 
Sinclair QL 501 

sinclair Spectrum 50 
Sinclair Spectrum+ 806 
sony Hit Bit 669 
spectravideo $V318 149 
Tatung Einstein 489 
Toshiba HX-10 669 
Yamaha GX5M 1029 


Graphics Add-Ons 


AMX mouse package 1050 
Digital tracers 409 
Grafpad digitising tablet 169 
KoalaPad 629 
Magic Mouse 1410 


Amstrad CPC 464 429 i 8 Print-Technik video digitiser 1641 
Amstrad CPC 664 1490 mt hl Touchmaster graphics pad 830 
Amstrad CPC 6128 1629 Jp) 

Amstrad PCW 8256 1789 S 7 Mass Storage Systems 


Atari 130XE 1309 : Acorn Electron Plus 3 1069 


Ataris20ST 1549 
Atari 6OOXL/800XL 189 
BBC+ 1449 


Volume 


Amstrad DDI-1 1209 
Atari 810 disk drive 63 
BBC disk drive 84 








Gommodore 1540 disk drive 52 


Dragon disk drive 104 
Opus Discovery 1 1154 
Quick Data Drive 1372 
Rotronics Watfadrive 1129 
sinclair Microdrive 34 
Torch disk pack 369 


Modems 


Buyer's Guide 1826 
Prism VTX5000 426 


Monitors 
JVC TM90PSN 31 
Microvitec CUB 30 
Television monitors 329 


Musical Add-Ons 
Commodore Music Maker 961 
Echo Synthesiser 1341 
Hybrid Music 500 1090 


Other Machines 


Brother EP44 typewriter 406 
Gameras 909 

DEC VAX 11/780 1861 

Inmos Transputer 1849 
Interactive video systems 201 
Oberon Omni-Reader 1429 
Optical computers 1501 
Psion Organiser 441 

Pocket computers 541, 929 
speech synthesisers 1469 
Supercomputers 1404 





HARDWARE 


Future developments 1889 


Other Peripherals 
Buyers guide 729 
Cheetah Infrared Joypad 590 


Disks and cassettes 124 
EVI video system 749 


Micron EPROM programmer 1044 


Stack Light Rifle 230 


Portable Micros 
Buyers guide 341 
Apricot Portable 1009 
Epson PX-8 609 
Osborne Encore 849 
sharp PC-5000 210 
Tandy Model 100 650 
Wren Executive 1229 


Printers 


Apple LaserWriter 1529 
Daisy wheel printers 364 


Dot matrix printers 304, 324, 344 


Epson SQ-2000 1610 
Non-impact printers 71 
Penman plotter 1169 
Printer/plotters 289 
Thermal printers 1261 


Robots 
Buyer's guide 821 


Fischertechnik robotics kit 1189 


Robot arms 841 
The Beasty 770 
The Movits 1084 
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Binary arithmetic 16 
Paged addressing 36 

Memory maps 96 

How BASIC programs are stored /6 
Memory management 96 

Assembly language mnemonics 116 
Storing assembled programs 134 
Assembler directives 156 

Processor Status Register 1/6 
Addressing modes 196 

Loop and array structures 216 
Subroutine calls 236 

Using the stack 25/ 

Simple arithmetic procedures 2/6 
Shift and rotate structures 298 
Using operating system routines 316 
Timing routines 478 






Coding Graphics Applications 
Commodore 64 337, 416, 457, 496, 918, 93: 
Spectrum 357, 396 
BBC Micro 377, 438 


6809 Assembly Language 
Processor registers 518, 537 
Addressing modes 598 
Condition Code Register 5/7 
Indexed addressing 598 
Subroutine calls 618 
Indirect addressing 637 
Stack operations 658 
Controlling peripherals 6/7 
Interrupt handling 697 
Relocatable coding /17 
Structured programming /38 
Designing a debugging program /58, 777, 795, 817, 838 





BBC Micro Operating System 
Using OS calls in machine code programming 858 
Memory map and OS calls 878 
Vectored calls 897 
OSBYTE calls 957 
OSWORD calls 978 
OSFILE calls 994 
OSFIND calls 1015 
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BASIC routines 1037 
BASIC-OS interaction 1056 
Interrupt handling 1077 
Events 1099 

Example programs 111/ 


Commodore 64 Operating System 
Pointers, RAM vectors and wedges 1137 
Input/output 1157, 1166 
Video display (VIC chip) 1199, 1218 
Sound generation (SID chip) 1237 
3-D graphics program 1256, 1276 


Spectrum Operating System 
Memory map and some system variables 1296 
I/O channels 1317 
Data streaming 1332 
Tape filing system 1357 
Interrupts 13/8 
interface 1 routines 1398 
Microdrive hook codes 1418 
RS232 hook codes 1438 
LAN hook codes 1458 
Adding BASIC commands 1478, 1498 
Manipulating the display 1518 


Amstrad Operating System 
System memory map and jumpblock calls 1538 
File transfer 1558 
Timing 1578, 1598 
screen control 1616 
sound generation 1638 
Creating new BASIC commands 1657 
Keyboard management 1678 





68000 Assembly pelea: 
_ System overview 1697 
Addressing modes 1715, 1738 
Instruction set 1/98, 1//7/ 
Program control 1796 
Subroutines and stacks 1818 


Parameter passing 1838 

( I/O memory mapping 1858 

Parallel I/O and interrupt facilities 18/7 
| 68000 assembler 1896 


Volume 


MSX 141 
Mugsy 780 
Multimeter 86 
Multiplan 764-765 
‘Multi-User Dungeon 384-385 — 
Music _ 

see: Application 
Musical add-ons ~ 

see: Hardware 
MUSICOMP 481-483 
My Talking Computer 970-971 


Namal Type and Talk 1469- 1471 
Name 1128 

NAND 166-167 

Necromancer 517 

Negative logic 1128 

Nesting 1128 

Network architecture 1149 | 
Networks 321-323, 346-347, 1149 
Noise 1149 

Nominal ledger programs 121-123 
Non-impact printers 70-72 _ 
NOR 166-167, 195, 1149 

NOT 9, 145, 1149 

Numerical analysis 1149 


Oberon Omni-reader 1429-1431 

Object code 1168 

Object oriented languages 1670-1671 

Object oriented programming 1168 

Octal notation 1168 

Olivetti 300 

Onescomplement 1168 

Operand 1168 

Operating systems 181-183, 1168 
see: Software 

Operation 1168 

Opus Discovery 1 1154-1156 

Optical computers 1501-1503 

Optical disk 1188 

Optimisation 1188 

Opto-isolator 1336 

OR 9,66, 145, 1188 

Ordered pair 1188 

Oric 140 

Oric Atmos 269-271 

Osborne Encore 849-851 

Oscilloscope 1188 

Output device 1215 

Overflow 1215 
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Pace Nightingale 1826 
Packing 1215 
Packet Switching Service 963-965 
Pacman 640 
Page 36-37, 1215 
PageMaker 1582 
Page printer 1215 
Paper tape 1228 
Parallelinput/output 1228 
Parallel processing 1228 
Parameter 1252 
Parameter insertion 657. 
Parameter push 65 7 
Parity 1252 
Parity bit generator 186-187 
PASCAL 1252 
see: Computer Science 
Pass 1252 
Password 1280 
Patch 1280 _ _ 
Pattern recognition 1280, 1381-1383, 1401- 
| 1403 | 
Peddle, Chuck 119 
‘Penman plotter 1169-1171 
Peripheral interface adaptor 1289 
Peripherals 1289 
see: Hardware 
Permutation 1289 
Personal computer 1289 
Picture processing 1308 
Picturesque Editor/Assembler 1875 
PIO 1732-1733 
Pioneer PX-7 1589- 1991 
Pipes 1813-1815 
Plasma display 1308 
Plotter 1308 _ 
Pocket computers 541-542 
POKE 1340 
Polish notation 1340 
Polynomial 1340 
Pontoon program _ 
see: Programming Projects — 
Port 1340 
Portability 183 
Portable micros 
see: Hardware 
Practicalc II 886-887 
Prestel 132-133, 963-965 
Printed circuit 1340 
Printers 1360 
see: Hardware 
Printer/plotters 289-291 
Print-Technik video digitiser 
1641-1642 
Prism 480 | 
Probability 1360 
Procedures 1360 
Program 1365 
Program counter 137, 1365 
Program development system 1365 



























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































Basic Programming Principles 
Spectrum BASIC 14, 24 

BBC BASIC 54 

Commodore BASIC 94 

Fundamental Mathematics 154, 174 


Simple Programming Problems: 
Geometric designs 224 
Heuristic program 252 
Audio game 274 
Magic Squares 286 
Logic game 312 
Three-dimensional graphics 332, 452 
Lunar Lander 352 
Follow That! 372 
Reverse sorting game 399 
Therapy program 412 
Reflex Action game 437 
Towers Of Hanoi 474 
Hangman 504 


Using Graphics In Games Programming 


Subhunter (for Commodore 64) 214, 232, 254, 264, 284, 314 

Battleships (for a Spectrum network) 346 

Graphics Pen (Spectrum keyboard reader) 366 

Minefield (for BBC Micro and Acorn Electron) 392, 404, 434, 
446, 466, 492 

On Your Bike (for Commodore 64, BBC Micro, Spectrum) 632, 
653 


Advanced Programming Utilities 

File handling 184, 204, 226, 244, 272, 294 
User-defined character generators 572, 588, 616 
Variable search and replace 664, 700, 704, 726, 744 
Text compression techniques 1834, 1855, 1866, 1883 
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PROGRAMMING PROJECTS 


Programming An Adventure Game 
For Commodore 64, Spectrum and BBC Micro 766, 792, 813, 
826, 846, 866, 883, 904, 932, 952, 966 
The Haunted Forest (full listing) 997 
Digitaya (full listing) 1017 


Programming A Simulation Game 
For Commodore 64, Spectrum and BBC Micro 1026, 1052, 1066, 
1086, 1106, 1132, 1144, 1172, 1192, 1212, 1232, 1244, 1266, 
1294 | 
The New World (full listing) 1314, 1338, 1354 


Programming A Strategy Game 
For Commodore 64, Spectrum, BBC Micro and Amstrad 
machines 1366, 1393, 1406, 1425, 1454, 1472, 1495, 1512, 
1532, 1546 
Go game (full listing) 13894, 1406, 1426, 1454, 1472, 1496, 1514, 
1532 


Programming An Interactive Character Game 
For Commodore 64, Spectrum, BBC Micro and Amstrad 
machines 1441, 1466, 1492, 1506, 1526, 1544, 1575, 1596, 
1604, 1624, 1646 
Mystery at the Dog and Bucket (full listing) 1674 


Programming An Application 
For Commodore 64, Spectrum, BBC Micro and Amstrad 
machines 1546, 1592, 1608, 1626, 1652, 1666, 1686 


Programming A Game Of Chance 


For Commodore 64, Spectrum, BBC Micro and Amstrad 
machines 1712, 1729, 1746, 1772, 1786, 1804 
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Program generators 1374-1375 
PROLOG 1365 

see: Computer Science 
PROM 1365 
Prompt 1392 
Protocols 921-922, 1392 
PS 886-887 
Pseudo-op 156 
Psion 520 
Psion Organiser 441-443 
Psytron 720 
Pulse 1392 
Punched card 1392 


uery language 1409 

ueue 1409 

uick Data Drive 1372-1373 
icksilva 280 

uicksort 1409 

uill 42 

uo Vadis 1780 
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Radix 1409 
RAM 1409, 1690-1691, 1710-1711 
Random access 1440 
Random access files 244-245, 272-273 
Random number 1440 
Raster scanning 1440 
Read/write head 1460 
Real-time 1460 
ecord 226, 245, 294-295, 1460 
ecoverable error 1460 
ecursion 1468 
edundancy 1468 
Refresh 1468 
Register 116, 137, 229, 276-279, 
1468 
Reinventing Man 1894-1895 
Relation 1468 


O0000000000 
C000 00000000 
Coug000g00000D 


Ca3o00g00000Tca 
z SSS a) 





Relational database 1489 — :  =—r—eO Robotics 
Relay control 574-575 | _ | —__ see: Application (Artificial Intelligence) 
Relocatable code 717 : ee | Workshop (Floor Robot Construction) 
Resistor 115,139 ~—/ | | ~~~—~————sS Workshop (Robot Arm Construction) 
Resolution 1489 | _ | | Rockford’s Riot 1480 
Reverse Polish notation 1489 : | ROM 1509, 1690-1691 
RGB 329-331, 1489 | ROMcallroutines 316-319 
Ring network 1509 Rotate 297-299 
River Rescue 473 _ i Rotronics Wafadrive 1129-1131 
RM 480Z 889-891 | Roundofferror 1509 
RM Nimbus 1328-1331 _ RS232C 321-323, 1528 
Robot arm construction — Run-time 1528 
see: Workshop 
Robots _ 
see: Hardware 


S-100 bus 1548 | 

Sabre Wulf 433 

Samna Word III 1766-1767 
Sampling 582, 1528 

Sanyo MBC-550 1109-1111 
Sawtooth 1528 

Scrolling 1548 

Scuba Dive 275 
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SDLC 1548 — 

Search algorithm 1580 

Search tree 1242-1243 

Sector 124-125, 1580 

Sega SC3000H 529-531 
Semanticnets 1461-1463 
Semiconductor 1580 

Sensors 682 | 

Sequential access 1580 

Sequential files 204-205 
Serialinput/output 1600 

‘Server 1600 | 

Servo motors 912-913, 923-924. 1600 
Set 1600 ~~ 

Seven-segment display 206-207, 800 
Shadow ofthe Unicorn 1820 | 
Shadowfire 1320 

Shaft encoder 642 

Sharp Corporation 400 

Sharp PC-1251 929-931 

Sharp PC-1500A 929-931 

Sharp PC-5000 210-211 

Shellsort 1612 | 

Shift operations 297-299 

Shift register 1612 





7 "hethepehie Computer Solution 


SID chip 1237-1240 
Sierpinski’s curve 625 
Simple programming problems 

_ see: Programming Projects 


Sumnulation 1612 
‘Simulation 


see. Programming Projects 
Sinclair QL 501-503 : 


Sinclair Spectrum+ 806-807 
Sinclair Spectrum operating system 


___ see: Machine Code 


‘Sinewave 1612 | 


Slave 1628 


Slumbering Sentinels 1894-1895 
Snap camera 749-751 


Snooker 415 


Soft keyboard 1628 
SoftAid 1800 


| Soft-sectoring 124-125 


Softsel 500 
Software 1628 


Software production 381-383 © 


Soldering 45 | 
Sord 159-160 
Sorting 1628 





Source code 1660 
Space Invaders 615 
Speaker 115 
Spectravideo SV 318 149-151 
Speech recognition 763, 1361-1363 
| Speech synthesis 762 
| Splitscreen 1660 
Spool 1660 
Spreadsheets 306-307, 692-693, 712-713, 724- 
12 
Sprites 357-359, 377-379, 1751 
Square wave 1660 
Stack 137, 257-259, 1660 
Standardisation 1669 
Star network 1669 
Star Raiders 680 
Starfinder 820 
Status register 137, 176-177 
Stepper motor 836, 1669 
Storage devices 1669 
__ see: Hardware 
| Strategy game programming 
see: Programming Projects 
Stream 1669 
Strings 15, 1689 
Structured programming 1689 
Subhunter program 214-215, 234, 314-315 
Subroutine 1689 
Subscript 1689 
Summer Games 860 
Supercomputers 1404-1405, 1689 
Suspect 1441-1443 
Switches 115 
Sycero 1396-1397 
Symbolic addressing 1709 


Symphony 644-645, 881-882 
| Synchronous 1709 
Syntax 1709 
System 1709 
Systems analysis 374-375, 1609 


Table 1728 

Tandy 1000 1249- 1251 
Tandy Corporation 199-200 
Tandy Model 100 650-652 
Tapeformat 1728 

Task 1728 

Tasword II 1736 

Tatung Einstein 489-491 
Teach Yourself Geometry 1894-1895 
‘Telecom Gold 963-965 
Teleconferencing 1728 
Teleprinter 1749 

Teletext 1749 
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